A SESAME STREET 
preschool skills activity. 
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Featuring the JIM HENSON MUPPET™ 
Characters from SESAME STREET.™ 


SESAME STREET 


Astro-Graver 

A counting, adding and subtracting game. 
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Game Play Manual 


Astro-Grover 

Introduction 

Look, up in the stars! 

Is it Little Bird? Is it a Twiddlebug? No...it’s Astro-Grover! Help him count 
the Zips as he welcomes them to planet Earth. 

So, if you're ready for fun, let's get started! 


Parents: 

ASTRO-GROVER provides your children with a fun way to use these 
basic skills: 

•Number/numeral correspondence 
•Counting 

•Addition and subtraction 
•Number pattern recognition 

When you play ASTRO-GROVER with your child, you can reinforce these 
skills by talking about the game as you play. Encourage your child to 
point to and count each Zip and say the total out loud. Say things like, 
"How many Zips are there now?" or "Are there more or fewer Zips 
than the last turn?" 



We have designed this manual so that it is easy for you to 
follow as you read it aloud to your child. Whenever you 
see a paragraph with this symbol, you will find additional 
notes to help you guide your child through the game. 


Get Ready 


The How To Play Card included with ASTRO-GROVER contains all the 
information needed to set up your computer. It also helps you get started 
enjoying all the fun of this game right now! So look at the How-To-Play 
Card first and come back to this manual for step-by-step directions. 
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Also included is a cut-out designed to fit over the function keys on your com- 
puter's keyboard. The color-coded labels for these keys will make playing the 
activity easier for your child. 

Let's Play 

3...2...1... Blast Off! It's time to play ASTRO-GROVER! Here's how: 

The Zips are here to visit Astro-Grover— 

And he's counting on you to help him greet them! 

Select a Level 

Follow the directions on the How To Play Card to select a game level. 

Count those Zips! 

How many Zips do you see in the sky? 

There are two ways to count them: 

Press a Number Key. 

Count the Zips and say the number you see. 

Press that number on the keyboard. 

Press a Beam Key. 

Press the UP Beam Key to send the beam up 
and find the right number of Zips in the sky. 

Then press the DOWN Beam Key to make your 
match and catch those Zips. 



Each level is designed to be more challenging than the last. 
Encourage your child to start with the simplest level and prac- 
tice skills needed in subsequent levels. On all levels, if your 
child has not pressed any key after a certain amount of time, 
you will hear a song. Prompt your child to press a key. 
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Playtime! 

Level 1: How Many Zips? 

Object: Count the Zips and watch them build the beautiful city. 

The Zips from Zap have come to play with you! But first you must count 
them— here's what to do! 

A shipful of Zips whizzes onto your screen. Whoosh! Zoom! How can you 
stop it? 

Press any Beam Key. 

The ship will stop and some Zips will scoot out. Then they will zoom to the 
center of the screen and flash to greet you. 

Point to each Zip on the screen. How many do you see? 

Now press that number on the keyboard. 

Oops! You pressed the wrong key! That's okay Astropal-because you have as 
many tries as you need to get it right. Count the Zips and press again. 

Leaping Leo— you got it! 

Watch as the Zips build one part of the city. Now there's a new group of Zips 
for you to count. 

Count all the Zips in a round and you're a real whiz! Astro-Grover will fly 
up to greet the Zips. 

Rounds: In Level 1, you must correctly count five groups of Zips to build 
the city and end the round. 

Level 2: Beam That Number 

Object: Astro-Grover is ready to send a spaceship into orbit-but first he must 
find the number of Zips on the spaceship! 
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How will he do it? He needs your help: 

Look at the number on the ship. 

Now press the UP Beam Key to find that number 
of Zips in the sky. 

Found it? Great! 

Now press the DOWN Beam Key again to make your match. 

Yikes! You goofed! Astro-Grover shakes his head "no," but he's counting 
on you to guess again- and to get it right! 

You got it! Wow! Watch the spaceship move up the screen— and there's a new 
number for you to match! 

Rounds: In Level 2, you must make three matches to send die ship all the way 
into space and end the round. 



Manipulating the Beam Keys may be hard at first. When your 
child presses one, ask "How many Zips are in this beam? Is 
it the same number as you see on the ship?" If not, say "Try 
pressing the UP Beam Key to see some more Zips." 


Level 3: Adding Countdown 


Object: The Zips are almost ready to return to Zap-but only you can beam 
them aboard their mother ship. 


Get ready, Astropal! The first group of Zips just landed and are flashing on 
your screen. How many do you see? 

Press that number on the keyboard. 

Zowie! You got it! The Zips will zoom onto the launch pad and the number you 
pressed will flash in the sky. 

Now look again-because the second fleet of Zips has just zoomed on screen. 
How many do you see in the second group? 

Press that number on the keyboard. 
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Astro-Grover (continued) 

Those Zips will fly to the pad and the number you pressed will pop on like the 
first one. Add the two numbers on your screen and press their sum on the 
keyboard. 

Jumping Jupiter-you got it! 

Watch die Zips zoom up into their ship-and look out below! You've built one 
part of the city! There’s a new group of Zips awaiting your orders 
so start adding, Astropal! 

When you press the right sum three times in a row, you'll get a new surprise! 
So look sharp-and keep on adding. That's all there is to it! 

Add up all the Zips in a round and you've built one Zap-happy city! 



On Levels 3 and 4, after three correct answers, math symbols 
will appear under the launch pad, transforming the numbers 
that your child pressed into an equation. On Level 3, a plus 
sign will appear between the numerals and an equal sign will 
follow them. On Level 4, a minus sign and an equal sign will 
appear. You may want to point these symbols out to your 
child. 


Rounds: In Level 3, five correct answers will send the ship home, build the 
city and end the round. 

Level 4: Take It Away, Zips! 

Object: The Zips are out for one last blast before they zoom back to Zap. 
They're ready for a stellar spin -but they need your help. 

Whoosh! A fleet of Zips lands on the screen. How many do you see? 

Press that number on the keyboard. 


Good work, Spacemate! 

The number you pressed will appear under the launch pad. 
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What's happening to the fleet? Some of the Zips fly to the right and flash to 
let you know- they're ready to go! 

How do you launch them? 

Count those flashing Zips. Press that number on the keyboard. 

The number you pressed will appear under the pad and those Zips will zoom 
off into orbit! 

But your job's not done-it's just begun! 

How many Zips are left? 

Press that number on the keyboard. 

You got it! 

The number you pressed will appear on the screen and you've built one part 
of the city. Before you know it, a new fleet of Zips will beam 
down to you. 

Get three correct answers and you'll play this game another way. Fear not, 
Astropal! You're up to the challenge! So take it away! 

Rounds: In Level 4, five correct answers will send the ship 
home, build the city and end the round. 

Level 5: Sum Up, Sum Down 

Object: Time's almost up! The Zips must leave their buddy Astro-Grover 
and go home to Zap. But before they go, the Zips will fly down to say, "So 
long-it's been a blast!" Can you count them 
before they reach the city? 

There are three beams on the screen. Each one has a number in it. 

Now look at the number on the Zips' ship. 

Look at the numbers on the beam bases. Can you find the right combination 
of numbers to add up to the number on the ship? 

Look closely-there may be more than one right answer! And sometimes, 
you may have to press a number key more than once! 
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Press the numbers on the keyboard that add up to the number on the ship. 

A beam shines up and saves that number of Zips ! 

The sum of the numbers you pressed must equal the number on the ship. If it 
is less or more than that number, the Zips will move down 
the screen. Guess again! 

Alpha Centauri! You got it right! 

Now look at the ship again-there's a new number on it! It's time to add again! 
Rounds: In Level 5, three correct answers will send the ship home. 


The activities and materials in this package were developed by Children's Television Workshop. Program © 1 987 Children's Television 
Workshop. All Rights Reserved. SESAME STREET MUPPET Characters © 1987, Muppets, Inc. All Rights Reserved. GROVER is a 
trademark of Muppets, Inc. JIM HENSON and MUPPET are trademarks of Henson Associates, Inc. 

SESAME STREET and Street sign are trademarks of Children's Television Workshop. 

No part of the software program car user's manual may be reproduced, transmitted, or translated, in whole or part, in any form by any 
means other than for specific purpose set forth in the user's manual which entitles the original purchaser of this product to use the 
poduct for his or her own use, but does not grant the right to such user to sell or transfer repoductions of the software or manual 
to other parties in any way, nor to rent or lease the poduct to others without prior written permission of Hi Tech Expessions. Hi 
Tech Expessions is a trademark of Hi Tech Expessions, Inc., 1700 N.W. 65 Avenue, Suite 9, Plantation, Florida 33313. 

LIMITED WARRANTY 

Hi Tech Expessions warrants the physical diskette fa mishe d by Hi Tech Expessions to be free from defects in material and 
wor kmanship under normal use for a period of 90 days from date of delivery to the original purchaser as evidenced by a 
copy of the purchase receipt Hi Tech Expessions will replace any such defective diskette which is pomptly returned to it free of charge. 
Hi Tech Expessions does not warrant that the functions contained in any computer software pogram will meet customer requirements 
or that operation of any pogram will be uninterrupted or error-free. This poduct is sold "AS IS" as to quality and performance. The entire 

risk of use is assumed by customer. 

THE FOREGOING WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, EXPRESS OR IMPLIED, INCLUDING BUT 
NOT LIMITED TO THE IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE. 
IN NO EVENT WILL HI TECH EXPRESSIONS BE LIABLE FOR SPECIAL OR CONSEQUENTIAL DAMAGES EVEN IF 
HI TECH EXPRESSIONS HAS 3EEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. 
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How To Play 

([sesame street! 


For Atari 400*/800/800XL/ 

1200XL/130XE 

♦with 48K 


Astro-Grover 


To Set Up Your Computer 

1. Insert the program disk into the disk drive and close the drive door. 

2. Turn on your monitor and disk drive. 

3. Hold down the (OPTION) key (except on the 400 and 800 models) 
while turni ng on your computer and continue to hold down the 

(OPTION) key until the screen turns blue. 

The program will self boot and the title screen will appear. 


Object Of The Activity 

Count, add and subtact the Zips from Planet Zap while helping 
GROVER welcome them to Earth. 


How to Play 


These are the keys you use in playing the 
activity. Keep the How To Play Card 
handy for quick reference during play. 






SPACE 


BAR 




Press this key to select a game level. Continue 
pressing this key until Grover is pointing to 
the game level you want, then press the PLAY 
key. Also use this key to return to the menu 
during game play. 


PLAY / CLEAR 


RETURNj 


Press this key to start the game. Also press 
this key when playing to clear the screen and 
start another game at the same level. 


* 
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UP BEAM 
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DOWN BEAM 



\ 

NUM- 

BER 

Lkeys^ 


Press this key on Level 1 to start the game and 
on Level 2 to send up a beam and find the right 
number of Zips. 

Press this key on Level 2 to make a match and 
catch those Zips. 


Use the Number Keys (1 - 9) on your keyboard 
to count, add and subtract Zips. 


PAUSE 



Press this key to pause a game in progress. 
Press it again to resume play. 
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